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ABOUT PHOTOSENSITIVE SEIZURES 

A very small parentage of people may experience a seizure when exposed to certain visual 
ullages, including flashing lights or patterns that may appear In video games. Even people 
who have no history of seizures or epilepsy may have an undiagnosed condition that can 
Gaosoifrese " photosensitive epileptic seizures" while watching video games. 

These seizures may have a variety of symptoms rncludirry: Lightheaded ness, altered vision, 
eye ot face Iwiichictg, je^kiJig or snaking of arms- or legs, disorientation, contusion, or 
momentary loss ol awareness. Seizures may also cause loss o) consciousness or convulsions 
that can lead to injury hom (ailing torn or striking nearly objects. 

immediately stop playing and' consult a doctor if you experience any of these symptoms. 
Parents should watch lor or ask th=air Children about the above symptoros-childfen and 
teenagers are more likely than adults to experience Ihese seizures 

The risk of photosensitive epileplic seizures may be reduced by: 

* silting farther Irom the television screen, 

* using a smaller television screen. 

* playing in a well-tit room, and 

■ not playing when you are drowsy or fatigued. 

tt you or any o( your relatives have a history of secures or epilepsy, consult a doctor helore 
piaying. 

AVOID DAMAGE TO YOUR TELEVISION 

Do not use with certain televisions. Some tensions, especially (ront-or rear-projection 
types, can he damaged il any video games, including Xbox games., are played oh them 
Static images presented during the normal course of game play may “burn in" to The screen, 
causing a permanent shadew of the static image to appear at all times, even when video 
games are not being played. Similar damage may occui from static images created when 
placing a video game on hold or pause. Consult your television owner's manual io determine 
it video games can be saieFy played on youf set. If you are unable to find this information in 
the owner's manual, contact your television dealer or the manufacturer to determine 11 video 
games tan he played on your set. 

OTHER IMPORTANT HEALTH AND SAFETY INFORMATION 

The Xbox video game system documentation contains important safety and health 
inlormation lhat you should read and understand before using this soMware. 

Unauthorized copying, reverse engineering, transmission, public performance, rental pay for 
play, or circumvention of copy protection is stnctly prohibited. 
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GETTING 

STARTED 


Ikv ^ USING THE XBOX VIDEO 

GAME SYSTEM 

--— 1. Set up yotirXbox™ video game system by following the 
instructions in the X&dk Inslruct^on Manual. 

2. Press tha sower button and ?he status indicator light will light up. 

3 Pres? Eh* gjed button end the disc tray will open, 

4 Place the SOU LC ALIBI FT II disc an the disc tray with The la bo I facing up and 
dose the dFsc tray. 

5. Follow on-ser#en instructions end reler to this manual For more No motion about 
playing SOULCALIBUFMl 


AVOIDING DAMAGE TO DISCS OB THE DISC DRIVE 

To avoid -demege to the discs or disc drive; 

- Insert only Xbdx-CompeEible discs into the diisc drive. 

- Never use oddly shaped discs.. such as star-shaped or heart'strapnd discs. 

* Do flpt leave a disc ift the Xbqx console fgr extended ^eriotis when not in use-. 
■ Do siot move the Xbox co nsol e while b power is on and a disc is inserted. 

* Do not apply labels, stickers, or other foreign objects to discs. 
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GAME 

CONTROLS 


USING THE XBOX CONTROI IT.R v® ./ A 

1. I nsert the X&dk Controller into a ny z ohtrobe r pen on 
the Xbax console, For multiple player^ rented 
additions: controllers to available contrdrer ports. 

2. Insert any expansion devices I.For examplE. XboaMemory Units] into 
controller expansion slots as appfopiate. 

3. Follow all on-screen instruebons a-id refer to this manual for more information 
about using ihp Xbcx Controller to pEay SOULCAL1BUR II 


XBOX CONTROLLER S 

The FoHpwing is she default cafttrnlle* setup. Seme huttons may be remapped in the 
Options Menu. Two controllers as-e necessary to play VS Battle and VS Team Battfc Modes 


SQllLGAUBtJR-II ca^ also be played with the Xbw Controller. The comrols for the Xho* 
Controller are the same as tor the Xhos Controller S. 


X button 

Horizontal Strike 1A) 

Bi ght trigger 

Press A^EtK 

V button 

Vanical Strike [B\f 
Change outfits 

Directional pad 

simultaneously 

Character 

B button 

KicV IK)/ 


movement f 
menu selection 

A button 

Cancel Selection 

Gv ar d 1G1 / 

leftthumbstick 

Character 
movement f 

Black button 

Confirm menus 
and other selections 

Press AtB 

START button 

menu selection 

Pause game/ 
open pauss menu 

White button 

simultaneously 

Kick EK) 

BACK button 

Caned Selection 

/ 

left trigger 

Guard IG1 
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ARCADE 

Fight ggshst CFU opponents to clear the gam-e. 


VS BATTLE 

A two-ployer mods where Player l end pieyer 2 caw light each othe*. 


TIME ATTACK 

Set i'ejw records by dee ring all the stages as qmeJdy a? possible, 

SURVIVAL 

Set row records by defeating as many CPU opponents as possible while hindered 
with limited health. 


TEAM BATTLE 

Form a team with multiple characters and fight tfiraugfotfie game as a team 
j elimination match). 


VS TEAM BATTLE 

Player 1 and Player t can Team Battte against each other. 


PRACTICE 

Practice each character's moves. 


STARTING 
THE GAME 




WEAPON MASTER 

CoJlect numerous weapons end clear various msMon* ; 
while atfvenlufing throuflh&ut l+=e world. 


OPTIONS 

Access the Options Menu ic change various game Settings in the 

Menu include Game Settings, Controller Settings, Display Settings,. 

Re c ords. Col lection 0 istory, a nd H arri Disk 


ABOUT SAVING 

Tha defauit setting for Auto Save -s ON. Go to i*ie Options Menu to adjust Auto Save 
options and select Hard Disk. In nrde^tD save gerr*e data, select Herd Disk from the 
Options Menu. 


STARTING 


THE GAME 

Press the START button at the Title SersBn and the 
Mode Self cl Screen will appear. 

MODE SELECT SCREEN 

Tha allowing c a Leg Dries will appear ia the Mpdr? Select 
Screen: Original, Weapon Master, end Options. Use the Directional 
pad or the Left thumbdick to select a category, and the gam* modes and submenus 
under each category will appear on tha right side of tha screen. Salad a game made 
or submenu with the Directional pad.cfTfce L^tthumhstick^nd confirm the selection 
using the A button. ^ %* 

ORIGINAL 


This category includes the following gamo modes: 










GAME SCREEN 


// This section will provide ars overview of 1fre screen 

BASIC SCREEN GUIDE 

This is the Isyouifor the basin screen, 
a TIME; When Uhe gloci: reaches /em, the player with more health wins. 
m CHARACTER'S NAME: Disc lays tht character's name. 

TTj HEALTH METER: The green b^r indicates how much health remains for the 
character, 

[d[ PAUSE MENU: Press the START button at anytime during the game to open 
me Rjuss Menu. Some options will not he available depending pn th* mode. Also, in 
Time Attac* and Survival Modes, the Pause Menu is not syllable. 

[El CLOSE: Closes the window. 

|T| COMMAND LIST: Opens the Command lisi to- the selectee character, 

Pgl OPTIONS: Open k a simplified Options Mama, 
fTTi EXIT: Resets the game backto thtf Title Screen. 


e&MiA£-n.fM ? au - 


OQMMJU1DUST 

□FHOM3 

EXIT 


JfCfrfrfirM * □ □ ik 
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GAME RULE 


This section covers the conditions ter victory -end she 
basic rules shared by at! the game modes. 


HOW TO WIN ^^ | 

Attain any one of tht following condilions to win a s ngJo round. 

Winning a match requires winning a varying rmmtpi ;I rounds. Adjust the number oi 
rounds required to win a match in the Options Menu. 

mOCK OUT 

Opponent's health is reduced torero. 

RING OUT 

Opponent is knocked out of me unq. 

TIME UP 

The character w Lh m$tQ health whan lima runs out, wins. 

DRAW & SUDDEN DEATH 

Whan u double knock out I both characters roach zero health simultaneously! or a 
double ring out \ bosh characters knocked ovt of the rin-g simultaneously I occurs, a 
draw results. 

&o5h sides receive a point fgf the rom:-d a; mis Lime, it both charactere have worn the 
same number <jf rounds, and brj-iii :iJ^s reach me required nuaiher of rounds won to 
win the match at the :-mn if r:e draw, the match goes into sudden death. 

GAME OVER 

Gama Over occurs when a match is lost In modes where there sre rankings, such as 
Survival and Time Attack, qualifying players are able to enter them names into the 
rankings. 

it* Areede Me de, wh*n G Over is res ched a pjTj"""*- 

Continue Screen appeals. Press the START . | j § 

button before the countdown reaches zero to 













WEAPON 
MASTER MODE 


Inis section covers the general Now of Weapon 
Master Mode, 


1. CHAPTER SCREEN 

Weapon Master Mode is divided into several chapters. The player 
proceeds to new adventures by bearing each of these chapters 

2. WORLD MAP 

In the World Map, the player can mova-hatween chapters. Selecting a chapter opaus 
the Chapter Miap. 


3. CHATTER MAP 

In order to dear the missions in each chapter, certain conditions must be met 
0 unpeons a re also accessible through Chapter Maps. 


4 + RATTLE 

Each stage, rr,i$$id n, and bait !e 09 n iftClud e h 
variety of conditions, including those chat may 
change a character's status. 

When 1 ho conditicns for cits arm i; h given mission BtJS 
are met, Che M SS^cn Remits Screen appears. It 
any items were obtained, they will also be 
ifldieated on tins screoc. By fulfilling the chapter 
c lea ri ng conditio ns, new ch apto rs be c ome 
available for the player to explore. 

ABOLT (SOLD 

The currency in the world gf Weapon Master is called Gnlri. Ths player receives a 
0 ertain a m^unl of G pltf f$r ea ph b a ttle, reg a r die ss of wheth er Ih e pi ayer wins or 
roses. Tht player can use Gold eg buy various items, $vch as weapons. Purchase 
weapons at the shops found within the Command Menu. To o^en the Command 
Mgnu r press the START button at iha World Map/Chaptar Map Screen. 



BASIC 

TECHNIQUES 


Th is se ction provide s an overdrew of basic moves in \S 
SOULC A LI BUR' II N 

All move commends snd controls assume that the character 
is facing right (standing on the 1P side). 

BASIC CONTROL NOTATION 
CQrrimznfi Symbol €ailftr$foz Button 

Ifr Directional pad or 

Laftihumbstick 


Hold direction 


O Directional pad or 

UftUiumbfitigk 

A X button 

B Y button 

K B button 

G A button 

■ The arrows correspond -g the up, down, left, and right directions of the Directional 
pad o-r Left ihumbstkk. 

* The- Controller 6 utton s a re ha sad o;i lse defa ull setup. 

ATTACK ATTRIBUTE NOTATION 
Symbol Meaning 

h High’leva I attack 

iuppor- body attach) 

M Mid-level attack 

jtnicl-body attack) 

l Low-level attack 

ilower-body attack! 

S Unworkable 

SM Special mid-leve? attack 

ispecial mid-body attack! 

T Throw 

AT Stri ke c gmbioed with I thngw 

SP Special action 

GB A strike shat breaks 

the opponent's guard 
G! Gu 9 rd Impacts the 

opponent's amck 
31 Stance 


Press direction quickly 


Horizontal Strike 


Verticil Strike 


r/fJiiUAiv 















BASIC 

TECHNIQUES 


directions, gElowing for a witfer 3 Trey of movement. To do 
an 3 Way Run in the forward direction, enter #■ and the 
character will run while still facing tfie opponent character. This can be used to 
dodge the opponent's attacks or to put the player in an advantageous position for 
combat There are also moves that can only be executed during an B Way Run 

■ THh LeR thu ml slick can be uSad to enter The samp direction-al controls. 

* In order to use the Directional pad. to move diagonally, press two directions 
at the seme time, for instance, for the 4 direction. simultBneousry press right 
and down on the Directional pad. 


JUMP AND GUARD 

In order to jump, hold G and ^>.0, or <?. to go and and retreat or advance, hold G end 
4* or To guard and crouch, hold G and #.. #. or 

* The- Left rhumb stick can be uses to e-ntar the same directional coni rots. 


STEP IN/OUT AND SIDE STEP 

Players can Step In, Step Back, Lett Side Step, and Right Side Step. 

Step In: Q 

Step Back: O 

Loft Side Step: O 

Right Side Step: U 

» When the chapter is facing right (Standing on the IP side). 

throw f-=g 

THROWING TECHNIQUES . Si ? 

Enter A+G or B-»-G while standing dose to an ' \ V T^j 
opponent, to throw Ihern. 

ESCAPING A THROW . \ 

In order to escape an opponent's throw, press A 
against an AtG throw, or B against a B+G throw 
just as the opponent starts the move. 



BASIC 

TECHNIQUES 


ATTACK ATTRIBUTES. AND ' W‘ . , }■ ■ 

GUARD : h 

HIGH-LEVEL ATTACK (UPPER-BQilrV ATTACjJf) 

UsaFul 3yuii%st standing opponents or opponents jvmpintj towards if 

the plays r. Use a Standing Guand to defend or Crguchto av&de. 

MID-LEW EL ATTACK {MID-BODY ATTACK i 

Useful against both si and in g and crouching opponents. Use a Standing Guard to 
defend, but not a Crouching Guard 

LOW-LEVEL ATTACK (LOWER-BODY ATTACK) 

Useful against both standing and crouching opponents. Use a Crouching Guard to 
delend or Jump to evade. 

SPECIAL MID-LEVEL ATTACK (SPECIAL MID-BODY ATTACK} 

Useful against bolh standing and grouching opponents. Use a Standing or Crouching 
Guard to defend. 


NEUTRAL GUARD 

Set the Neutral Guard option to ON m the Options Menu so That even if no buttons are 
pressed and no command is entered, rhi? chare liter automatically guards against 
attacks. However this feature dees not gverd n gainst low attacks [lawer-itody 
attacksf and for c Dm bo attacks, only the first hit is blocked. 

CONTROL S while on the ground 

Get up in place: Press: G. 

fio lleiig foi wjnfe c { backwards to get up: Press # (forward) or (backward) 

while on the ground. 

Rolling sid eways to get up: P ress # (towa rds the bee k I or 

# ^towards the Irontf while on 
the ground. 

Attacking while getting up Press an attack button (A, B r KJ 

while on iha ground. 

STAGGER RECOVERY 

Certain attacks can stun characters, causing them to lose their balance and 
temporarily be unable ta move. In diis situation, pressing the Directional pad. the Left 
thuinbstick. or any of the A, B, K, G repeatedly speeds up reeaueiy 









BASIC 

TECHNIQUES 


nm W QUICK ROLL 

Certain powe rfuE attacks tan Eh row a character up i nto 
the ai r. P ress G while a irbom & to q,ui ckly recover a nd return 
to a ready position. 

QUICK ROLL AGAINST WALLS 

Certain stages include walls that can aiso be used a$ part of attacks. When a 
character is slammed against a wall, da either of the tallowing in order to perform an 
ukemi and re cover quickly. 

Ukemi off a walk by Rolling Sideways: Enter ■# or # ip roll cowards the 

back qr (he front. 

Ukemi off a web by Flo llmg Forward;. Enter ifr to roll towerds the opponent 

AIR CONTROL 

Use the directional pad or the Loft thumbstick to control the landing point during a 
juggle attack. 


GUARD IMPACT 

Use one of the following commands at the right moment to repel cr parry an 
opponents attack, This is called Guard Impact. When successful,, both parties are 
momentarily stunned. The player who successfully Guard Impacts is a bio to move 
first and will therefore have an advantage in (he fight. Guard Impact is effective 
against almost every technique, but there are a few exceptions. 

Repel high-level \ upper-body) or Press E>fG in time with the opponent's attack, 
mid-level Imta^bodyl attack. 

P^rry mid- lev? 14ini d- bodyl q r Piess OfG in Urn e with the q pponem's Sftac k- 

low-leveIjlqwer-body) attack. 

REVERSE GUARD IMPACT 

When an attack is repelled or parried by a- Guard 

I m pact, the pi ayer is i n the disa dvantageous ~V" _ ‘ ^ 

position of being unable to attack or guard. ! Y, ~" / 

However, if attacked while still immobile, the .> ta : "I 
pi ayer can use Guard Impact a gainst the m ■ \ J £ ► 

opponent, ( . - J 



BASIC 

TECHNIQUES 


SOUL CHARGE v a 

k Character ca n f nq yS $ nOTgy, or ^spi rtf into their 

wee pqn so (empire nly raise its a-ttec k p eweh This is ca He n 

a Soul Charge. Unleash a Epui Charge by pressmg A+Bi-K 

simultaneously. Depending onwfoioii Dusscncare pressed tar how long, onp pf the 

foi lowing Z sta^ es of transformation occ ur: . :/f 


SOUL CHARGE LVl 

Press G smmebiately after the Soul Charge is i&i(i feted and the player's weapon glows 
lime green. Focusing energy rmn be quick, but the charge dees not last long 

SOUL CHARGE Wt 

If en atto ck is faun ehed eftor initiating a Soul Cha rg®, or if G as pressed scon 
afterward, the weapon will glow green. Same attacks are as powerful es Counter 
Hits and (he change lasts a little tan gee 

SOUL CHARGE LV3 

Fully focusing energy results in the weapon glowing blue. Not only will attacks he 
much more powerful, but some attacks are unblockabte or guard-break moves. The 
charge also lasts tor a long time. 

* A guar£-::r£nk move is one that breaks through an opponent's guard and 

creates a d sadvantageous situation tar the opponent, where neither attacking nor 
guarding is passible. 













BASIC 

TECHNIQUES 


THE RELATIONSHIP BETWEEN 
r v* V^y VERTICAL STRIKES, 
HORIZONTAL strikes, 

AND 8 WAY RUN 

In addition to the various attacks, defanssve techniques* and special moves in 
SOU LCALI BUR ‘ IE, there is the tripartite relationship between the basic attacks 
(vertical strike, horizontal strikel and S Wav Run. 


VERTICAL STRIKE 

Vertical strikes have the ability to crush horizontal strikes. Match an opponent’s 
horizontal strike with a strong vertical strike to gain the upper hand. 

& WAV RUN 

Use the 6 We/ Run to dodge vertical strikes, flun behind opponents and Mldw up 
with a powerful attack. 

HORIZONTAL 5TWKE 

Stop an opponent's 6 Way Run with r horizontal strike. Sioc& Ihe opponent is running^ 
the likelihood of a- Pun Counter is high. 
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SOULCAUBUR®ll 
ACTION FIGURES 


Re-create all the fight I Fig 
action in three dimension^ With 
new SOULCALiBUR II action figures from 
McFarfane Toys, Astaroth, Ivy, Voldo, Nightmare 
and the McFarlane-designed Net rid, each stunningly 
detailed with an included base. You've seen the best 
in gaming on your screen, now gat she bast in action 
figures from McFarSane Toys, In stores everywhere. 


McFARLANE TOYS 


ipnLun.cam 


aOULCAL!B(jR«lia&fgi*1GOLTD HtM evtiKrOimtVi.VOVm 


NAMCO'S TOP SECRET INFO LINE 
1-90D-737-2262 

S.99-'iricnule lor automated tips. 

£l ?5u'iniiiule Idr liyd cD u n’s-U liny. 

Pricing subject io change wittiaul notice. 

Live Counselors -uvuilabla ^am-Spni Mgnd-gy-Friday Pacilic Tisrtif. 

All the secrets, Slicks and cheats! 

UndEr 13, pluase have your parent's permission. 

TouciilonB phones □ n ly. 

for Giincon or Guncun2 suppurL 0r lor itilormali□ n mil lound on the 9DD line, write to: 

Namco Homeiek Inc. 

ATTN; Customer Service 
2055 Junction Avenue 
San Jose, CA 95131 

Riel nit: returning any detective materials la US, please cantacl us lor a Return Merchandise 
AulhurlZflllflll IRMA) number. Yl*u can ffliell u£ at the address uliove nr via Email ill 
SupparlZiftnamco-cam- Please note that any materials senl lo os without an RMfl number will tie 
rcloscd und rolurne-d. Ws Highly recommend that von use a traceable and V or insured method ol 
shipping the materials tg us. 

Watncn Online: http://www.nanicD.coni 
Visit our Website to get ififoimalion about our new titles. 


LIMITED WARRANTY 

Natnco HcroeleK hne. Mrartanls In the unpinal purchaser mat this Mamou Rijmetek Jnc. game pak shall 
he Tree Ifnm defects In material and workmanship lor a period dF ninety [S^ days Fram llin data aF 
punch asp, II a defect covered by this limi led warranty occurs during this 9D-duy limited warrunly period, 
Namcn Hemelek Inc. will repair dr replace Uie dfltettiv& game pak or component pari, at its option, tree 
□1 cliurye. 

This limited warm n|y does net apply il the delects h?ue hem caused hy nagligBicB, Occident, 
imfRasnnablE use, mad ili cal ion. tempering, dr any other cause not related Id durccLivO material 
nr wnfkmunStiip. 

LIMITATIONS ON WARRANTY 

Any applicable implied warranties oF merchantability and Illness lor a particular purpose, are hereby 
limited to ninety [Ml days Irgm ihe date of purchase and ere subject lo the conditions set Fgnh herein. 

In no event shall Uam-cc HnmeEBk Inc. be liable lor consequential or incidental damages resulting Irani 
the possession cr uid ol Ibis prudud. 

The piovlsluns of The limited warranty are valid in the United Elates only. Some stales du not allow 
limitations cji how Fong in implied warranty tests, or exclusion ut tonsequential er incidental damages, 
so ttsR above limitation nr exclusion may not apply to ypu. This Iinniledl warranly provides you with 
spEcilic legal rights. Ynu may have athar rights which uary From state to &1atfl. 










